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Created By Richard Grzela 

World government bodies have become more 
worried over national and international security 
now that people with super natural abilities 
started to appear. These people were able to 
preform feats of unusual strength movement 
and skill which made boarders obsolete. They 
seemed to travel where they wanted, when they 
wanted with little regard to international laws 
that were in place to protect the worlds citizens. 
This growing issue has concerned world leaders. 
Some governments have been forced to hire 
a few of these beings as international police. 
Others were enlisted for national security. Others 
still acted independently in ways they thought 
best suited their own personal needs. 

Corruption and countries attempting to leverage 
their goals over other countries with these new 
beings has also lead to the early stages of global 
power standoff. 

The fact remained for all on the planet was 
that the world was changing. There was no 
way to control the population of super powered 
beings and the average citizen was increasingly 
becoming a target or victims caught in the cross 
fire of unnecessary destruction. The solution was 
to create a mechanism that could bring a nations 
strengths to bear on the threat of super powers 
nationally and if necessary on an international 
scale. The solution was cloning and micro 
managing genetics to create beings that could 
bring the number of heroes down in numbers 
to where they were more manageable. It took 
three years to create Death Whisper. A silent 
undercover operative for the nations military 
acting in the interest of national defence. To his 
knowledge, he is the only one of his kind to date. 

Real Name: D3A7H 

Alignment: Aberrant 

Attributes: I.Q.:24, M.E.: 17, M.A.: 12, P.S.: 26, 
P.P.: 19, P.E.: 22, P.B.: 16, SPD.: 27 

Hit Points: 30 

S.D.C.: 137 

H.F.: 13 

Height: 5 Foot 11 Inches. 
Weight: 170 Pounds. 



Age: 25 
P.P.E.: 22 
I.S.P.: 17 
Disposition: 

He is a product of military construction at a micro 
level. He has spent his entire life in the service 
and in military academy until he was given his 
first assignment to hunt super powered beings. 
He speaks when he wants information or when 
spoken to. Rarely does he waste his breath with 
idol chatter. He has a keen perception of things 
around him and often can locate an exit and 
entrance with in seconds of entering a room. He 
is all business, but has developed a fondness for 
the finer things in life. He dresses well and like to 
sample rare foods and new places. He is a busy 
body often never sitting still doing one chore or 
another all the time. 

Special Abilities: 

Life leech: 

This deadly ability allows Death Whisper to drain 
a characters hit points directly with a simple 
touch. He must make contact with skin in order 
for the power to function. Even cloth will block 
his power. To keep details short we will include 
effects and cost in a very abbreviated form. None 
of these bonus have been added unless specified 
by the player due to the results of life draining 
damage alters the choices a player can make. It 
is important to note that he can not control this 
power and it is always on right now. 

Touch does 2D6 damage straight to targets hit 
points. He can store stolen hit points for 4 melee 
per level of experience. A saving throw of 16 or 
higher is needed to stop this power. Targets get 
to use PE. bonuses. Cyborgs and aliens get an 
additional+4 to save verses this effect. 

Stealing 2 hit points can be used to heal 1 hit 
points of damage or 1D4 S.D.C. 6 taken Hit 
points can sustain him with out food for one meal 
or air for one and a half hours. 

He can boost his strength by 2D4 points for 
the cost of 7 health points taken. This ability is 
cumulative and continues to increase strength by 
1D4 every time he pulls life from a target. This 
power converts his strength into supernatural 
levels allowing him to carry 200 times and lift 500 
times his PS. attribute. This lasts 4 melee rounds 
per level. 
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He can boost his strength and reflexes gaining 
+1 to initiative and +2 to dodge for ten stolen hit 
points. He can increase or boost the duration, 
range and effect of his super abilities for 15 
stolen hit points. Alternately he can steal a power 
from a target by taking 20 hit points and use that 
ability against the target. 

He can use 4 stolen hit points to generate and 
energy blast doing 1D6 damage with a range 
of 100 feet (30.5 m). This is cumulative for a 
maximum damage of 1D6x10 for every 4 hit 
points stolen and converted to the energy blast. 
Also Death Whisper can not have his life drained. 
He is immune to vampires, other life leeches 
and can not be turned into an undead zombie 
or vampire. +4 save verses possession (Has 
been added to the bonuses) and can recognize 
vampires and supernatural parasites and other 
life leeches for what they are. 

Battle Rage: 

It takes four melee rounds to enter a battle rage 
state. The benefits that follow are as follows; 
Impervious to fear and horror factor including 
psionic and magical types. Gains an additional 
+2 attacks, +40 more S.D.C., his initiative bonus 
increases by +3, as well as getting +2 to strikes, 
+3 Roll with punch fall or impact, and +2 on all 
saving throws while in battle rage. He can fight 
up to three times his RE. attribute below zero and 
recovers as if only 20 hit points below zero. This 
battle rage stat lasts up to four rounds per level of 
experience. After using the power it takes one full 
hour to recover from it's effects. Death Whisper 
also suffers -1 to melee and RS. along with SPD. 
are reduced by half until he has rested for one 
hour. 

The biggest draw back is that he has no sense 
of friend or foe while in a battle rage. There is a 
20% chance he will attack a friend in this state. 
There is a 60% chance of him attacking any one 
who gets in his way of reaching his intended 
target. He will continue to fight until the rage 
duration lapse, with no saving throw possible. 

Iron Will: 

These bonuses are already added to the 
character and are listed here for clarification of 
his abilities. 

He needs a twelve or better to save against all 
psionic attacks as if he were a major psionic. 
He is +7 to save against possession, +6 verses 
mind control of any type, +5 against illusions and 



horror factor with an additional +3 to save verses 
magic, disease and insanity. 20% bonus to save 
verses comma and death already calculated into 
the character under bonuses. He is unlikely to be 
dazed, confused or stunned. 

Skills of Note: 

Language and Literacy: English 98%, Tracking 
and Counter Tracking 95%, Detect ambush 
98%, Intelligence 93%, Wilderness survival 
98%, Running, Climbing 98%, Swimming 98%, 
Wrestling, Boxing, Military etiquette 45%, Radio: 
Basic 98%, Lock smith 98%, Surveillance 
systems 98%, Parachuting 98%, Land navigation 
72%, Street wise 56%, Pilot: Automobile 78%, 
Electronic: Basics 75%, Gymnastics, Climb rope 
60%, Parallel bars 60%, Sense of Balance 77%, 
Back flip 70%, Prowl 30%, W.P Rifle, W.P Pair 
weapons (Knives), W.P. Knife. 

Experience level: 9th experiment 

Attacks per Melee: 7 

Bonuses: 

Initiative +2, Damage +11, Parry +7, Dodge +7, 
Strike +4, Disarm +4, Roll with punch / fall +7 
Pull punch +3, Kick 2D4, Snap Kick 1D6, Round 
house Kick 3D6, Wheel Kick 2D6, Crescent Kick 
3D4+2, Axe Kick 2D6, Back Sweep, Tripping 
Hook, Jump Kick 3D6+2, Power kick of these 
does triple damage and uses two melee attacks. 
Leaping attacks count as critical strikes, Knock 
out on a roll of 18 to 20, Pin on a roll of 18 to 
20, Body block tackle 1D4 damage, Crush or 
squeeze does 1D4 damage. Critical strike on a 
roll of 18 to 20. Save v Magic +3, Save v Psionics 
+1 (only needs to roll over 12 to make a save), 
Save v poisons +4, Save v insanity +1, Save 
v possession +11, Save v disease +3, Save v 
Horror factor +3, Save v illusions +3, Save v 
Comma Death 34%. Carry 520 pounds, lift 1040 
pounds, Running base speed 18.5mph (29.7km) 

Vulnerabilities: 

He suffers from the need for constant movement 
and activity. This insanity is minor and keeps 
him in great physical shape. Another insanity 
is his fetish for green peppers. He hates how 
they taste but grows them and buys them just to 
throw them. He loves to hear the popping sound 
they make on impact. The green also reminds 
him of the military barracks. This desire to have 
a pepper with him has lead to a mild form of 
kleptomania. Yes he will steal them from the 
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grocery store just to have one with him at some 
point during his day. He has yet to be caught 
stealing a green pepper. But it has been an issue 
he has become aware of and is in the process of 
over coming. 

Psionics: None 

Magic: None 

Equipment: 

He has access to what ever he wants or need 
to complete a mission. Currently he has a the 
famed Black card. It has a minimum $100,000 
credit limit at any one time. It is maintained by the 
government and military budgets for his personal 
use so long as he is on a mission. 

He wears casual pants that allow for flexibility, 
white T-shirt or tank top. A black jacket and 
walking shoes with steel toes. He has taken to 
wearing a silver cross around his neck as well. 

He is currently driving a two year old car. A.R.: 7, 



S.D.C.: 450, Speed: 120 mph (193 km), Range: 
250 miles (402 km) Cost: $32,000. 

Weapons: 

Two silver plated high density carbon fiber knives: 
1D6 damage each. Undetectable by metal 
detectors. 

Other weapons are provided by the military as 
required for a mission. 

Armor: None. He might wear some of the 
mission called for it. Unfortunately his power 
depends on having skin contact with a target so 
he is not likely to wear any even if required. 

Money: He earns $200,000 a year while in 
service to the military and national defence. He 
never spends a dime of it though. His entire life 
style is maintained by the tax payer and the black 
credit card with a limitless budget. He has over 2 
million dollars in savings and counting. 
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